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I n Monkey hiind 2 LcOiock s Reren^Y. 
you play the role of Quybrush I hrevpwood. 
In Ihe months since he defeated the Ghost 
Pirate I.eChuck and rescued his one true love 
— Governor Elaine Marlcy — in Monkey 
Island Quybrudi Iras made Ms way to So*b 
Island in search of the biggest treasure o( them 
all: Rip Vvtioop. 

I lere's where you come in. . . You direct 
the actions of Quybruth in Ms search lor 
adventure, treasure, and the validation of his 
peers. Guybrush faces many obstadc* in ho 
path, not tl>c least of which is the specter of. . . 
IcChvck V Kevcnjjc.' 

If this Is your first computer adventure 
Same, be prepared for jn entertaining chal- 
lenge. Be patient, even if it takes a while to 
figure out some of the punles. If you get stuck, 
you might need to solve another pur* first or 
find and use an ob)C<t. But hang in there and 
use your Imagination. .. you and Guyhrush 
will eventually prevail! 


pL-fyiNc; cne CJxme 

A s the story opens, Guybrush is 

IV attempting to exjiiiii to Elaine 
,A-^WMarlcy just how he managed to get 
Mrmetl into this fix. Shortly, Ihe scene fashes 
back to a campfire on Scabb Island, where 
Guyhiush is regaling his new friends with Ibc 
thrilling tale of his stupendous defeat of the 
Ghost Pirate LcCbuck. Tliesc sequence* arc 
known as a 'cut-scenes* — short, animated 
sequences, like scenes from a movie — which 
can provide dues ami information about the 
characters. Cut-Kenes are also used to show 
special animated sequences, such as wlien 
1-rcpo I jC/rande graces Scabb Island's lavem 
with iMs phlegmatic presence. Wlien you are 
viewing a cut-scene, you do not direct the 
action. 

You begin directing Guybtush's actions 
as scxjo as he arrive* on the bridge leading lo 
Wood lick. The screen is divided into the (al- 
lowing sections: 

w The Animation Window Is the 
largest part of the screen and is where the ani- 
nvitcd action lakes place. Dialogue spoken by 
the characters, as well as game-related mes- 
sages. also appears here. 

s? Available verbs arc listed in the 
lower left-hand comer of the screen. To select a 
verb, position the cursor over the word and 
press the left mousc/joystick button or the 
ENTER key. The interface you use to play the 
game has an 'auto-highlight* feature that high- 
lights an appropriate verb when the cuisor 
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touches an interesting or useful object 
on the screen. For example, when 
Quybrush is near a door that can be opened. 



positioning the pointer over the door wiU high- 
light the verb Open. Pressing the right 
mouse/joystick button or the TAB key wil use 
the highlighted verb with the object which in 
this case opens the door (don't worry this fea- 
ture won't give away solutions to any purries)- 
Kccp in mind that even though a verb is high- 
lighted. that one verb may not be the only way 
to use an object. Tty the other verbs as well! 

w- The Sentence Line is directly below 
the Animation Window. You use this line to 
construct sentences that tell Quybrush what to 
do. A sentence consists of a verb (action word! 
and one or two nouns (objects!. Some exam- 
ples o( sentences you might construct on the 
Sentence Line arc “Use stick with box' or Vs* 
pins In voodoo doll". Connecting words like 
'on' or 'with' will automatically be Inserted by 
the program. 


Nouns (objects) can be selected 
in two ways. You may select a noun by 
placing the cursor over an object in the Ani- 
mation Window. Many objects in the envi- 
ronment and all usable objects in the game, 
have names. I(an object has a name, it will 
appear on Ihc Senlencc Line when you posi- 
tion the cursor over it. I( no name appears (or 
an object on the 9creen. you can be sure that it 
has no significance other than as part o( the 
background. You may also select nouns by 
dicking on them in the Inventory. 

*-> The Inventory icons .ire located to Ihc 
nghi of the Verbs. At the beginning of the 
game Quybrush* inventory consists of an 
almost unlimited supply of riches. When be 
picks up or H given an object to use during 
game play, an icon for that objed Is added to 
#k Inventory. There is no limit to the number 
of objects Quybrush can cany. When there are 
more than eight objects in the Inventory, 
arrows appear to the left o( the Icons. Click on 
them to scroll the icon window up or down. 
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To move Qvytatfh around, 
amply point the cursor where you wart 



him to go, and dkfc. NottC* tf tit Walk to is 
the default verb in the Sentence Line — lbs a 
because moving around is what Quybnsh will 
be doing most often. 

CniNqs co CRy 
in WooncicK. 

y ou will shortly be presented with 
your first opportunity to carry on 
meaningful dialogue with one of the 
colorful Inhabitants of Scobb Island. 
Set the next section. 1 alking lo Characters/ 
for more information. 

Next, look at the sign next lo the bndge. 
Place ll»c cursor over (he sign. Notice that the 
verb Look at is highlighted. Press the right 
mousc/joysttck button or TAB key and 
Guybtush will walk to the sign and tril you 
whal he sees. The expcnenced puale makes a 
habit of stealing anything that s not ruded 
down: try to pick up the sign. Select the verb 
Pick up with the cursor by pressing the left 
mouse/joystick button or the ENTER key. 
Notice that the words Tick up* appear on the 
Sentence line. Position the cursor over the sign 
and press the left mouse/joystiek button or the 
ENTER key. This completes the sentence 
Tick up sign' on Ihe Sentence l ine. If 
Ouybiush is no! already standing by Ihe s*9i 
he will walk over lo it and try lo pick it up. An 
Icon will be added to your inventory. 

To commence your execution of 
Woodtkfc. walk to the left edge of the screen. 
While there are a number of establishments in 
town which you will wish to investigate, let's 
Start with the tavern: walk to Ihe hatch found 


•n the lower part of the Animation 
Window. 

Find out what you “ n by talking to 
the barkeeper point the cursor al him and press 
the right mousc/joystick button or the TAB 
key. 

Try walking though the door to the left. 

I fere s the first of many obstacles that wall be 
strewn m Quybrusb's pith. . . see if you can 
discover another way to get into thal room. 

Calking co 

ClTARACCeRS 

here are p!cnly of chJMdei* In Ihe 
game with whom you can con- 
verse. Nearly cvciyonc Oybrusl) 
meets will luve something to say. whether 
fncndty or unfncndly...helpfu!. or unlrelpfull 
Often, you con talk wilh someone at one point 
In the game, and then return to him or her later 
to get new information. Whal you learn and 
drseover in another area may open more con- 
versational topics wilh someone to whom 
yuu've previously spoken. To talk wilh charac- 
ters. position the pointer on them and press the 
right mouw/ioystick button or the I AH key lo 
use the Talk lo verb automatically. 

In a conversation, you select whal O/uy- 
bsush says from among the possible phrases Ot 
the bottom of the ween, lust click on the 
phrase you want him to say. Of course, whal 
Quybrush soys will a tied how other people 
respond. And. as conversations conlinuc, you 
could be prescnled wilh d new array of dia- 
logue choices. Don't worry - we ll never pun- 
ish >ou for selecting the 'wrong* or funny dia- 
logue response- After all. you're playing this 
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• save your progress in a 
game, enabling you lo lum (he 
' computer off and start again later In 
the same plate, use the save feature. Simply 
press the Save/Load C/ame function key (F5 on 
most computers - see your reference card for 
more information!. 

To load a game you have saved, use the 
Save/Load Game function key any time after 
Monkey /siind 2: Lci-'htck s Revenge has 
been loaded. If necessary, the program will 
change game difficulty modes to match that of 
the game you have loaded. 

To bypass a cut-scene, press the ESC key. 
or press both mousc/joystick buttons at once. 
See your computer reference card for details. 
After you've played Monkey IsLnJ 2 
LeChuek .< Revenge several times, you may 
want lo use this function to skip over scenes 
you have seen before. 

To restart the gime from the beginning, 
press the key Indicated on your reference card 
(F8 on most computers). 



To pause the game, press the 
SPACt RAR. Press it again to resume play. 

To adjust the speed of the Message Line 
to suit your reading speed, press the keys indi- 
cated on your reference card {♦ and - on most 
computers). When you've finished reading a 
line of dialogue, you can press the Done key 
flhe period — . — on most computers) lo dear 
the Ime and proceed. 

Use the keys indicated on your reference 
card to adjust the sound volume fhard brackets 
— land] — on most computers). If you are 
usmg the mlernal speaker, these controls will 
turn the sound off and on. If your sound card 
has a volume control, make sure it is set higher 
than level mo before using the keyboard con- 
trols to f me- tune the volume level. 

To quit Ihe game press the key combina- 
tion indicated on your reference card (Control* 
C on most computers!. If you plan to return to 
the game you’re presently playing, remember 
to save game before quitting. 
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'Desiou pniLOSopny 

W e believe that you buy gomes 
to be entertained. no* lo be 
whacked over (he head every 
lime you make a mistake. So we don’t bnng 
(he game lo a screeching hall when you poke 
your nose into a place you haven't visited 
before. We try lo make il clear, however, 
when you arc in a dmgerous situation. 

We think 
you'd prefer to solve 
the game’s mysteries 
by exploring and dis- 
covering, not by 
dying a thousand 
deaths. We also 
think you like to 
spend your time 
Involved in the 
story, not typing in 

synonyms until you stumbie upon the compe- 
er’s word for a certain object. 

Unlike conventional computer adven- 
tures, you won’t find yourself accidentally step- 
ping off a will or dying because you’ve picked 
up a sharp object. 1 here are a few dangerous 
situations which will bnng the f»me lo a pre- 
mature end, but to anticipate them takes just a 
little common sense, not excessive piranota. 
Save the f»me when you think you may be 
entering a dangerous area, but don’t assume 
lhat every wrong step will result in death. Usu- 
ally you’ll get another chance. 


Det-PpuL Hincs 

to- Pick up eveiylhing you can. Odds 
are, at some point all those strange things will 
serve some purpose. 

sc- If you get stuck and can't figure out 
how lo proceed, try looking through all the 
items you’ve found and thinking about how 
each one might be used (perhaps with ycl 



another item in your inventory). Think about 
Ihr places you've 
gone, and the peo- 
ple you’ve met. 
Chances arc, there 
will be a connection 
that’ll pul you back 
on track. 
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Notice: l.uc&hfm Crimes b dhrv , 
non of LucasArts Lntcrtoinmen: Com- ' 
panyj reieivei the nght to nuke unprove- 
mcnts in the product described m tbr$ roinv- 
al a! any time and without notice. 

The enclosed software product and lh« 
manual are copyrighted and ali nohts are res «ved 
by Lucas lii m Games. No [ort of this manual or 
any of the accompanying materials may be ccpted. 
rc[«cduccd, or transioted in any form or medrorc 
wllliouf the prior written consent of Lucashim 
Games. 

I.ucasfilm Qanxs warrants to the original 
consumer purdviser that the dwkrltcs furnished in 
this product will be free from defects in mafemls 
and workmjnsbip under nornhW urr for a period of 
ninety {90) days from the date ot purchase Us evi- 
denced by your receipt). If any Juliettes ruaffod as 
(Wit ol this product prove to be defective, and pro- 
vided that the consumer purchaser returns the 
media to l.ucashlm Games In accordance wrtti the 
iridrucTions in (lie following pi'.igrapfi. I u'.i/ilm 
Games wtil rcpface any defective diskette: fa) free 
of civile fo (Ik consumer purchaser, if fhe diskette 
proves to be de'cchw within the ninety NO) siiy 
|>cnoil following the (Lite of purchjsr. and Jbl if the 
diskette proves to be defective after the exprotton of 
Hk ninety NO) day warranty period. I.ucaddm 
Games will rcpiace the defective media tor a fee of 
$7.1-0 per diskette. 

To obtain a replacement diskette please 
return tire diskette only, postasjc prnviid. to 
Lucasfilm Qimc& at the address betow. accompo- 
nkd by proof of date of pi.cthssc. a ditmenl of 
the defect, and your name and return address. To 
replace defective media after expiration of the war 
ranfy period, send the diskette only, pe-tsee p»e- 
juicl to LlKdsfllm C'omcs at Ihe beiow add-ess. 
enclosing proof of purchase, a statement of the 
defect, your name and return address, and a check 
for $7.b0 per diskette. Lucashim Carnes will mail 
a replacement to you 

THE SOFDaARE. DISKETTES. AND 
DOCUMENTATION ARf PROVIDED AS 
IS.' THERE (S NO WARRANTY Of MER- 
CHANTABILITY. NO WARRANTY Of 
FITNESS FOR A PARTICULAR USE AND 
NO OTHER WARRANTY OF ANY KIND. 



EITHER EXPRESSED OR IMPLIED 
REGARDING, Tl IF SOFTWARE. 
DISKETTES. OR DOCUMENTA- 
TION. EXCEPT AS EXPRESSLY PRO- 
VIDEO IN THE PRECEDING PARAGRAPH. 
ACCORDINGLY. Tl If ENTlRF RISK AS TO 
THE USE. RESULTS AND PIR/ORMANCT 
OF THE SOfTWARF. DISKFTTFS AND 
DOCUMENTATION IS ASSUMED HY 
YOU. *4 NO EVENT WILL I UCASFII M 
GAMES Ft LIABLE IO YOU OR ANYONI 
ELSE FOR ANY CONSFQUFNTIAI . SPE- 
CIAL OR INDIRLCT DAMAGES RESULT- 
MG FROM POSSFSSION. USf. OR MAL- 
FUNCTION OF THIS PRODUCT. INCLUD- 
MG wm IOUT LIMITATION. DAMAC/F 
TO PROTERTY AND. TO THE EXllNl 
PERMITTED BY LAW, DAMAQFS FOR 
PERSONAL INJURY. IVIN ir LUCASI ILM 
GAMES I IAS BffN ADVISED OF Tl IF POS- 
SIBIU1Y Of ANY SUCI I DAMAGES OR 
LOSS. SOME STATES DO NOT ALLOW 
LIMIT Al KINS ON I HI. I>UKA1 ION OF 
IMPLIED WARRANTIFS AND/OR Tl IE 
EXCLUSION OR LIMII A I ION Of INCI- 
DfNTAI OR CONSEQUENTIAL DAM- 
AGES. AND THUS Tl IF PRLCIDINQ I.IMI- 
TATKTN AND/OR EXCLUSIONS AND 
LIMITATIONS MAY NOT APPLY TO 
YOU. Tl IIS WARRANTY GIVES VOU SPE • 
CUC LEGAL RIGHTS. AND YOU MAY 
I IAVF OTHFR RK/HTS DEPENDING ON 
THE LAWS IN YOUR S I A1 L. YOU AGREE 
THAT THE LIABILITY OF I.UCASFIIM 
GAMES ARISING OUT OF ANY KIND OF 
LEGAL CLAIM {W> IFTHER IN CON- 
TRACT. TORT. OR OTHERWISE) WILL 
NOT FXCFFD THF AMOUNT YOU ORK/I- 
NALLY PAID TOR THE USE OF 1 HIS 
PRODUCT. 

Montxy bltnd t- LeCbvck V Atcvewi-. 

nro. all other elements of tlie game 
V /MUSE and LucosKm Gomes are trade- 
marks of LucasArts Entertainment Company. 

"* S O 1991 LucasAris Entertainment Com puny, 
i MUSE palcnt pending. All nghts reserved. 

Luoasfim Games. P.O. Box 10507. 

$dtt Rjfaei. CA 94912. 
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